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It's better than fun . Its Dazzle 

Copyright 2000 D. HAZELTON 

Dictionary Dazzle or Dazzle is a new sports game. It can be played in 
many different forms. Dazzle combines athletic competition with a touch of 
word play to make an interesting and challenging event. Dazzle is different, 
one way is because as you grow older Dazzle offers different aspects of play, 
to keep you entertained. Dazzle can be played in the spirit of team 
competition or as an individual contestant sport. Dazzle is simple to learn and 
easy to play, but more Importantly, It gives players a fun and easy way to 
enrich their word power skills, as well as mathematics. If you like different 
use Dictionary Dazzle, its an athletic contest In which some contestants may 
try, getting away, with the use of a pun. 

Fine Points of the Game 
Dazzle can be played as a contact or a non-contact sport, also solitarily. 
Like most sports there are a number of various degrees present, when 
measuring the difficulties that's involved with mastering this game. But like 
most sports, only a fundamental level of skills are required to play the sport. 
However Dazzle offers different skill levels of play. For instance, if you are 
playing this game as a contact sport, you have to display a higher level of 
performance to play it, then if you are playing this game as a non-contact 
sport. It also is true if you are playing the first fundamental stage in the 
levels of Dazzle play, (Kiddy Dazzle) the level of your expertise would not 
need to be as great, then If you were playing in the last level of play (Super 
Dazzle). But no matter the level of play, there is a constant which exist for 
all levels of Dazzle. It is referred to as the Paggia Board and it is the center 
of all fundamental play in the game of Dazzle. The board has eight 
directional points and each point has an order of play especially designed just 
for that particular point printed on the face, of the Dazzle Board. In the 
center there lies a pointer. The pointer is what contestants power around the 
board. If the game is contact, it is a struggle pitting each team's player 
against the other, striving to get it within their grasp and if they get a 
chance to touch it, strive to make her spin, at least one revolution. Ah its 
great, you ought to see them fight to power her for control, as each man 
zealously tries to stop the other. However if the game is not Contact Dazzle, 
then players compete in a far less competitive fashion, for a victory on the 
field. 

Basically there are three competitive ways and one way of Solitaire to play 
the game of Dazzle that can be played indoors or out of doors. They are: 

1. playing with the Dazzle Board only competitively - (two forms) 

A. Contact Dazzle, Straight Scoring with the board only and 

B. Non Contact Dazzle; (no levels of competition used for both forms); 

2. playing with the Dazzle Board and the Dazzle Bar - (two forms) 

A. Contact Dazzle and 

B. Non Contact Dazzle, (In both areas the four levels of competition are 
used); 

3. playing with the Dazzle Board, the Dazzle Bar and a Dazzle Mate (the four 
levels of competition are use but the game is not discussed in this manual. 

4. playing with the Dazzle Board Solitarily only. 



Instructions found on the Dazzle Board and an explanation of these 
Instructions are: 

1. Free Spin (0 points) - contestant must spin again, unless when using a 
clock time expires. 

2. Take a guess (12 points) - players guess the weight they can lift, if 
successful 12 points are awarded* 

3. Wagging a weight (3 points @ pound) - for every pound the player lifts, 3 
points are awarded. 

4. Add 2 ounces (10 points) - player must add two additional ounces on the 
bar and lift it. 

5. (OPTIONAL PLAY ~ DEAD SPIN WHEN NOT USED) Ante-up Again (0 
points) - player must re qualify to remain in the contest by putting up 

the stipulated ante once again. 

6. (OPTIONAL PLAY - DEAD SPIN WHEN NOT USED) Start Over (0 points) - 
player must lift qualifying weight again to remain in the contest. 

7. Add a weight (4 points @ ounce) - 4 points are awarded for every ounce 
that is lifted. 

8. Subtract a weight (1 point @ ounce) - for every ounce that can be 
removed from the Dazzle bar, 1 point is awarded. 

**NOTE: If playing Contact Dazzle - Straight Scoring with the board only, 
(From Here On Referred to as Straight Scoring) just the pointer determines 
scoring plays and not the instructions on the Dazzle Board in conjunction 
with the Dazzle Bar. Also if the black tip of the dazzle pointer land on one of 
the lines dividing the instructions atop the board, the spin becomes Invalid in 
all forms of Dazzle. 

[(OPTIONAL PLAY) All who want to play Dazzle must pay an ante. The 
ante can be word play, athleticism, play money, almost anything, even tooth 
picks if desired. A preselected period of time called an Ante Interval is 
picked for as a time period that is used, for the completion of any athletic 
and word play events. However all team competition must be played in 
accordance with the Minimum Number of Events For the Corresponding Ante 
Interval Time Limits listed below. 

Minimum Number of Events For the Corresponding 
Ante-Interval Time Limits 



Ante-Intervals Events 

15 seconds 1 event must be word play 

30 seconds 2 events, 1 must be athletic 

45 seconds 2 events, 2 must be word play 

1 minute 3 events, 2 must be word play 

75 seconds 3 events, 3 must be word play 

90 seconds — - 4 events, 3 must be word play 

105 seconds 4 events, 4 must be word play 

2 minutes 5 events, 4 must be word play 



In addition to paying the ante, if you want to play, players must also make 
what is called a qualifying lift using the Dazzle Bar, prior to paying the 
ante. (OPTIONAL PLAY OVER)]]] 

Now all weight that's place on the "Dazzle Bar" during the act of 
competition, must remain there, unless "Subtract a weight" is spun. 



Otherwise nn weight cornea off of a Dazzle Bar during the game regarding r»f 

whether the weight Is assumed or real. 



Games g t started with the team captains meeting In the center of the field 
or gymnasia with th umpire. The umpire asks for someone to call It, eheads 
or tails. ■ If more than 2 (two) teams are playing the umpire uses a die or 
dies. If more than one captain picks the same number those captains must 
pick again. The umpire now will toss the die into the air, catch It with one 
hand and flip it over into the flat palm In the other hand. The team coming 
closest to what the die shows, has the choice of selecting play in the contest 
and taking to the offense or defense If applicable. Lower numbers always win 
if there is a tie in numerical distances between calls. *** Play Selection 
includes if an ante and qualifying lifts will he ueed or a haae weight with nn 
anti and qualifying lifts or if the contest ia going to he straig ht scoring^*** 

THE FIELD 

Dazzle fields are rectangular and measure 45 yards by 110 yards. The 
Qualifying and Re Qualifying Area located mid field, is 60 yards long 
(extends across the field) by 45 yards wide (extends down the field). To 
each end of the Qualifying Areas is a Penalties Area, containing a 
microphone. At one end of the playing field Is the Dazzle Board, that is 
within the inner circle and the inner circle is centered, in another circle 
entitled the outer circle. To the other end of the playing field, rest the 
Dazzle Bar, in an area known, as the lifting pad. Inner circles measures 38 
foot across, while outer circles measure, 88 feet in diameter. Outer circles 
begin, 10 yards from the playing field's boundary end line. And the 
boundary side lines are, 23.5 feet away, from an outer circle. The outer 
circle extends down the field into the Qualifying and Re Qualifying Area 
approximately 23.5 feet. To each end of the Qualifying and Re Qualifying 
Area are the Penalties Area. They measure 45 yards in width by 7.5 yards in 
length. All the way down the field where the Dazzle Bar la kept, is the 
connecting zone's boundary lines. The zone starts 19.5 yards, from the line, 
marking the end of the 45 yard width, of the Qualifying Area. Prior to 
reaching the lifting pad, you first encounter the connecting zone. Right after 
the connecting zone is the follow through. Together the both measure 8 
yards In length. Individually they measure 2 and 6 yards, respectively. Just 
after the follow through is the safe zone and it is 10 yards long. This is 
where the lifting pad Is, which measures 8 feet by 8 feet and is centered, in 
the safe zone 1 yard, from the boundary end line. 

Base weight - weight up to two pounds (2 lbs) die toss or coin flip winner 
selects that Is placed on the bar before a game gets under way If an ante and 
qualifying weight is not used. 

Boundary end Une(s) - lines at both ends of the field that mark the outside 
of the playing area. 

Boundary side line(s) - lines on both sides of the field that mark the outside 
of the area. 

Connecting zone - the hashed area of the field a runner must enter which 
starts the connection between the runner and the Dazzle Bar during any 
scoring attempt in the game of Dazzle. 

Defense - any team that is not in possession of the Dazzle segment clock. 
Designated receiver - a play r who a runner makes an exchange with for the 
purpose of taking over the run and lift opportunity. 



SSJSfSJ fT 1 ^ - P^on that has completed a spin. 

tt; W-^M."" order of a f - 8 

Entrance - the part of the field a player must use to enter the penalties 
Exit - the part of the field a player must use to exit out of the penalties 

L 0 f^J^ Ug , h " 018 portlon of ^ between the connecting zone and the 
r^ghTis 8 fiT ^ Cr ° 8S to att6mpt 9 m 0r K^act 
^circle - a circle within the outer circle having the Dazzle Board in its 

USStHSPH " 9X1 8 J f00t 8quare 8X68 containing the Dazzle Bar a olaver has a 
period of 15 seconds to complete a life once entering. P Wr a 

during fconte'st^ ^ *** m6a8Urln9 3 feet b * 3 feet Dazzle Bar lays on 
Microphone - six inches on the outside of the penalty area there la a 
microphone players must use to for fill all worl tf^Sj^^ a 

^u^ P afaf^or;^r * ***** **** Re to 8t8 * * the contest 

Offense - a team that Is in possession of the Dazzle segment clock 

~WS»n£? ° n — « up 

S^arL'p^yerf^ a ^ft f*" of tt8 and re 

quanrying area players are sent to, for minor infractions committed during 

S arla.^^ ^ " ° Uter 11x18 ** outside of the 

016 P ortion of ^ D ««zle Board players spin, 
and re qualifying area - the portion of the field between and 
£2S?Sf 6 J 6 ?*!* 8168 play8r8 P erfonn athteti c and word plaTe vents 

sss/Mis ri&sr- -rr or 5 

The attempt - a team's effort to score. 
Umpire - the head official in a Dazzle game. 

Playing Rules are as follows: 

RtJ L E 1 * A spin must be completed by a player that earriao M 
opportunity to put weight on to the dLL BerT to tok^eTghl^f oTtha 
Dazzle Bar or counts as a score. weignt on of the 

a. Once a spin has been completed an official will aton th« »r«on «~ 

«*». The defense will line up in front of them » „ Sdi nftte^tr 
Cjl Fw r »Md opportunities requiring . player to re iieUffor anU uo tte 
offense lin s up lust outside the outer circle. The defense iT^n ih. 
runner for up to thirty second, through buxj, M^CI^dr^s aven 



QuSf^ng P £e? ree 86001138 fc ° m gettlng t0 p enalties/Qualifying and Re 
MconSTas envied 8 ^ ° f 8 buzzer or beU will signal when the thirty 
!* "j? 6 ..^" 1 " faU * to R« qualify they are ejected from the game. The 
pStt? a^ea up 80 88 to prev nt 311 offensive player from getting Into the 

filILE_2 * There Is a total of four and one-half minutes or up to five downs 
excluding penalties, that are allotted for a team to complete i to^sc^a 
process and if in Face-off, 3.5 minutes after a spin ha? be^n com°5Sd. 

"hJi'haXSf^* 63 now runnerw designated ScSver if 

there has been a pass, will attempt to run down the field and cross over into 

ZX^TZXJ*" tooctod *- « • - 

b. li they are successful in crossing over into the connecting zone the 
SSTAT UtSF ^ h0W mUCh ^ they^want 

zone? 6 " ^ """^ ^ attempt to 0X088 over the foU °w through Into the safe 
u^f^fLt "f* 91 ? was 8pun ' no ^ht will be added to the bar and the 
^£S^tS^ ^ ^ ^ to b9gln agaJn ° nce a ~ »«*•• 

BIILE_a * After the weight's placed on the bar and the action's restarted 
the runner needs at least one down left to reach the safezSne from toe 
follow through in order to score or attempt a lift to score. 
8 * t^L^ 6 t f unner ' s knocked down causing one or both of their hands or 

SSv ? iS 8nds one of *• chances f °r the runnTr to 

sateiy cross over into the safe zone. 

hJ?*? ? m, 2 r reaches ^ »afe zone, the action Is stopped and the 
right is won to attempt a lift by the runner. 

f A Jl ? 6 25* 18 * ucce88ful then the runner will have increased their team's 

fit S^^S^ to ^ ght 1138 been ***** to toe Sr! 
?' " ^^, ac i a w e/ght was spun, toe runners job is over. The action is 
stopped and toe referee removes all weight from toe bar. One point is then 

Cn2L?B£^ ^ f ° r 6Very 0unce of W8lght ' ** was toten fST 

wSMr 2S 18 to * the umpire gives toe signal to proceed 

with toe lift and toe runner has thirty seconds to complete toe lifting 
process. 3 

t'JJ^l Jf«. a ^yL* fiftee P eeconds that can be spent in the lifting area to 
make toe lift and then gently hand toe bar to the official. 

BULLS * When a player has been knocked down, while on the ground that 
■JET, Can 8 P advance up to 10 (ten) feet forward, by crawltoTbrforTan 
official signals that a play is dead, if runner hadn't reach toHoMecSg 

whe^4L* ^S?r g L^*** ^f mer ^ en exchange. The exchange is 
wnen the runner and one of toe runners teammates grasp their hands and 
forearms for a full second. When this occurs toe person toHunner xchanoes 
their grasp with, then becomes toe designated runner. xcnanges 



a. When the defense anticipates and intercepts an exchang , this is known as 
a stolen exchange. For interceptions, only the defense has to maintain th 
grasp for one full second. 

^•y* 1 ** 1 a 4 successful stolen exchange takes place, an official must verify the 
steal by signaling during the action. 

c. If a stolen xchange is signaled the exchange stealer has now become, the 

? e !??S ated runner ' ^XP occurs ' defense ™ w ^conies the offense 
and the new runner will pick up from where the failed runner or person 
losing the exchange, left off. p 

SfSS? : tf to u desi 9 nated "inner was about to cross into the safe zone when 
the stolen exchange took place, all the exchange stealer simply has to do is 
<Z°?L° Ver ^ t0 Mfe zo P e - Mt *r doing so the new runner 's team is now 
in the position to score and has all 5 downs, in order to complete a score. 

Games are as follows: 

TJfJ *, AU 9*™** *egin with the umpire's toss of a coin or die. a. If more 
than two teams are playing the die can be tossed twice. 

:iw!?~£ ff US* contest when played outdoors that 5 (five) teams are 
allowed to participate in any one game of Contact Dazzle. 

C, _r.? layed tadoors a maximum of no more than 3 (three) teams can 
participate. 

RULE 8 * The team captains give a number between 1 and 6 or 2 and 12 if 
more than two teams are playing and the captain coming closest to the number 

fector? ° n (S) " m to8S Wh6n a 001x1 18 not ^ deternuntaT 

a. The winner then selects a qualifying weight and ante or base weight and 
? 6 n Sf pe ? contest to be played such as Face-off, Side out, etc.. 
h. Then depending on the contest, elect to defend or take to the offense 
once the umpire spins the pointer for a game to start. 

RULE 9 [(OPTIONAL PLAY) Each team receives 5 chances to place 11 players 
If played with Qualifications. The first qualifier counts for two slots, toe 
second - three slots, the third - four slots and the last two - as one apiece. 

a. After the qualifying weight is loaded and cleared, the winner of the die 
toss pays the ante In accordance with the selected ante Interval. If for some 
reason an infraction occurs, the losing captain or next closest to the call 
receives the honor. If for some reason the losing captain also incurs an 
infraction, the next closest to the call or the umpire will make the selections. 

b. The umpire's selection is not to be more than a 45 second ante interval or 

otiS^Tthln'tey 6 . mf**** Welght ' ^ Wlnnin9 captain has quaUfled ^ 

SftJKT S^i ^ytog begins, there will be no 

more than 30 minutes allowed between two teams. 10 minutes for the 

qualifying lifts and 20 minutes for paying the antes. 

a. Six minutes will be added for each additional team playing. 

LJ^Sl 2"? u !J P ' Jounced that Qualifications has ended and any 

SSSff' ^ to play ^ toe player8 ' * 8 * have 

c. The midway point and 5 minutes remaining in qualifying will be announced 

l^t^to^Z^^ ^ ** time * ^ ^ t088 < 
iLi?£ supply a list for the officials of the persons qualifying for 

their team before, they begin at the lifting pad. The refer e(s) will id ntifv 
a players and that player will enter onto the lifting pad, pick up th barlnd 



I!?^fiL! e 25 d8 i qU8 ?? 2 nd hand bar to official. At which time, 
the referee will place the bar or have the bar placed back onto the lifting 

^^^^S^ qUaUfylng ** ght ' «» ***** *** ^t 

m JSC 2*1 quaUfy ^ 50 to the Penalties area. When a player is 
if!!^ o,' Player prepares to enter the Penalties area, when the clock 
SS^^Xf^^ ^ to front of *• Penalties entrance. The player 
ll? 1 *5 e microphone for any word play, then leaves the penalties area 
via its exit and enters the Qualifying and Re qualifying Area. There i Say wiU 
perform any athletic event(s) needed which are partof thVante. 

g. Upon finishing that event, the player will leave the field through the 

iTOSEll 6n ? ance ^ exlt ***** area, via the side to the front of the 
penalties exit. 

h. If a player fails to follow any of the entering or exiting procedures, 
during the qualifying, a third offense will cost the team one of 
qualifying slots; reducing the maximum number of players who can play on 
the violating team, down to ten. (OPTIONAL PLAY OVER]]] 

?™L U J1 Qualifying tf applicable, the action begins. Teams line up 
225* ?Z 0U .? r 8X1(1 wait for ^P^a, to spin the Dazzle pointer, 
iSS the ciocKs along with the game. a. Games take one of thelhre* 
forms of play - Designated spinner, Side out or Face off. 
Elif SL ,U8t taams are playing, teams will change Penalties area after the 
half .When more than two teams are playing, everyone will use the same 
Penalties area and then change at the half. 

-mb%£?^ZV *" outs per 0ne " 1 ■ tart » *"■» out ■* ^ 

?i ULE - 12 mt The game cons ist of two equal halves of 42 minutes that are 

STSl i?" ^ J™ docks kee P track of time. One is the dazzle clock 
and the other Is the segment clock. 

«*J?*. dazri f, ( ? , 2 keeps tea ck of time in a half and stops only, for special 
S?«2?' * e umpire signals. Example: Some crazed f to runs outonto 
S! ^ d L ad 2^ t ! atlve u Proble / ns etc * b * The aegment clock keeps track of 
™ " E?"* 8 . a team has 5 downs to score within, but does not include 
penalty time. It stops for penalties, and the downs, but only after a runner, 
reaches the connecting zone. runner, 

sttU^J^ed" 18 ° Ut 88 3 Pl9yer cr088 ea Into the safe zone then, the lift is 

d. If a game ends In a tie a Sudden Death Overtime is played by placing 15 
minutes on the dazzle dock. For Side-Out and Deslgnated-Spinner a die toss 
or if only ti*o teams, coin flip can be used to start the pertod. 

e. Substitutions are made during a time out or during a penalty situation. 
But no team can play more players than they have qualified for slots. 

f. Players leaving the game must wait at least one play before re entering a 
contest. If a player has to leave the game because of failure to pay aTSte 
or failure to re qualify, then that player cannot return to the gan£. 

5rJL!?5 1 COadl °f captaln 09X1 tet the offici ale know when a substitution Is 
desired but, any player can ask for a time out. 

j. Only coaches and captains are allowed to talk to th umplr and referee. 

RULE 13 * if a team has a spin blocked or pinned 3 times during a seoment 
that team will have to take to the defense, in all f bnShTol MbSSi % ?cepT 



Face off. 



sS5 EE Sa?sS6-M§> 

for them is to wait out toe rest rfSelegmei? to PeMlty 

tmS?%f i to aUo *; ed , m ywl»» on the field for up to 2 seconds excent 
S^S? ^ il^T- ctrete - However, no holdins Is allowed below tte wdst or 
^tiST^penelira «•«*«•*> out £ r^ler of , 

c. A player can leave their feet, within 5 feet of a pSSroJoK' th« 
angle. A player too cen toevHb^it, wkhta'sZ? ^^LLVST 

ssssa'ssssKsessf 



offensive players. 

RU wLi 6 ^ a [(OPTIONAL PLAY1 M„r* pi. y ^ rnrrT 

or use five totter ^SndTuoSv a «£J ftLSSS Exam P te: ^ a word backwards 
athleticism is fHtaSd,^ ^ S^£S^Tl^ U 
seconds. The die toss winner "n222Vrhrt!l !™ P i° t Push-ups within 3 
in Dazzle, unless *tKSK5& ^byTea^."" * f ° Uowlng tevels 

Use 3 to 5 letter words for Kiddy Dazzle 

J" f £ Jitter worda for Intermediate Dazzle 

iff! I £ i J J 6 !? 1 WOrdB for Professional Dazzle 
Use 6 to 12 letter words for Super Dazzle 

a. Letters will Increased by one for play off series and h v -> *~ 
those tottere. The Unite aSBftta.™ ' malW " Up WOr ' 18 



RULE 17 

pleyere have on. ^ute^iook^ th^w^ll 6 *» "Jf* « eny of their 
£5S-^W,^ en. 

sws ^ wswjrr sav* £ saw 

» « jsa- art ^ « 



player will be ejected from th game. (OPTIONAL PLAY OVER]]] 
PENALTIES 

There are two type of infractions, the minor infraction which generally 
carries a penalty ranging from the detainment of a player to the loss of 
downs and the serious infraction, which can range from free lifts and spins 
to some type of ejection from the game. 
These are the penalties. 

PENALTY 01 - Player (e) name is not recorded prior to the start of game ~ 
lost of that player. 

PENALTY 02 - Player(s) shouting obscenities or making outrageous comments 
to referee - player sits out one segment; second time player is ejected 
PENALTY 03 - Player (s) fighting - automatic ejection. 
PENALTY 04 - Player (s) use of improper equipment - automatic ejection. 
PENALTY 05 - Illegal offense - no offensive player on the line of play or 
more than 5 offensive players on field at the same time, offensive player 
within the inner circle for more then 3 (three) seconds without touching 
Dazzle Board - offense loses one down; on inside - player(s) barred from 
inner circle for remainder of play. PENALTY 06 - Personal foul - covers 
Illegal use of the hands, illegal blocks, clinched fist or illegal picks and 
fouling the spinner - constitutes a free spin. If Designated spinner or Side 
out in straight scoring offense has choice of man running around outside of 
the inner circle line once and then attempting a free spin within a 4 (four) 
second period of time or attempting to complete a spin against two defenders 
within 4 (four) seconds. If Face off in straight scoring offense has 4 (four) 
seconds for a runner against two defenders to cross into the safe zone from 
the follow through. On inside, free lift of bar as is for 2 (two) points. 
PENALTY 07 - Technical foul - covers unsportsmanlike conduct, constitutes a 
free spin, a free lift and possession of the Dazzle Board. If straight scoring 
receiver team runs a man around outside of the inner circle line once within 4 
(four) seconds and then attempts a free spin, then offensive possession. On 
inside, free spin for lift, free lift and offensive possession. 
PENALTY 08 - Illegal defense - more than 5 defensive players on field at a 
time, offense get option of restarting segment clock or 1 (one) additional 
down. On inside, option of restarting segment clock or removing 1 (one) 
defensive player for remainder of offensive possession. 
PENALTY 09 - Player out-of-order, incorrect player up to spin - loss of one 
minute playing time. 

PENALTY 10 - Off Side by defense - offense receives 1 extra down; Off side 
by offense - offense loses 1 down. On Inside, N/A. 

11. Player(s) use of mechanical mechanisms to enhance lift - team forfeits 
contest. 

12. Team calls time out without any during run - 1 (one) down taken if 
offense or 1 (one) down given if defense. If during Board play, coach 
leaves playing area for 2 segments. Other offense (s), coach leaves for 
remainder of half. 

13. Delay of game, too much time in the inner circle - player confined to 
outer circle for rest of segment. 

14. If player breaks outer circle confinement- player sent to Penalties area 
for rest of segment. 

15. Coach on the Dazzle field, 1 st offense - warning from official; 2" offense - 
captain waits out rest of segment in Penalties area. 

16. Unauthorized use of dictionary or calculator - player ejected from game; 
second offense - team loses challenges and or 2 qualifying slots for rest of 



half; third offense - team loses 2 more qualifying slots and caotain wait* ™,f 

™S2T^^K?^ 9ht i 00 ?",? Mmt has e 1101 " of «»» running around 

Bokrff^dl^S. ?° tote ! " ^ Board mounting (aide of tha Dazzle 
Board) end fella to leave toner circle - player waits out segment In Penalties 

19. Player leaves field and returns continuing run - nenaltv i« nff .I*. u „ 

?o p &dS ft* 6 e tat , of where SS g tST aJEffi&S. nm 6 

2?" g6r . ^ 2 8econd8 ' P^y« confined to outer circle for rest 
' 8600 ° fen88 ' Play6r confined to Pities area Tor rest of 

SLSSlKiSft? ? 6 fl6ld P ^° r to recelvln 9 the run from the runner - no 
52 On fflj?, ' b6 d0Wned at the P-* reckon was 

22. Holding below the waist or above the shoulder - holder will wait out th» 
segment; second offense - will wait out the half; third o^sf-^SSn from 

23. Late hits - player wait out rest of the segment. 

ofse M ~tn Se^^arT' to -pta " ^ ^ wa " * »* 

^Offense moving on the line of play - offense loses one down. On inside, 

i^ide^M^ 68 ° r da2Zle b0ard mountlng " *» **» back. On 

On ^ to PUt ^ ° n toe toe 0f pUy " 1088 of one down - 

^Player leaves penalty area before being dismissed - player ejected for the 

29. nayn: lands on top of Dazzle Board - player ejected for the half 2- 

STS Sdrirr ^. eontMt - *■ p^^r^Uded 

Referee Signals 

fdlowingf d ' b0th h38h t0 left * P 18 ^ ejected from game; covers the 

A. lost of player, player ejection; 

B. player fighting; 

C. player use of improper Dazzle Equipment; 

D. player use of mechanical mechanisms to enhance Dazzle; 

E. coach being ejected; ' 

F. player name not recorded and 

G. certain violations of the serious infractions. 

I' S ff *2' ri a. ght i*"™** downward to left - player subtract weierht 
3. right fist thrust up to the left - team has scored Wei9ht 

weight 8X111 extended out ta 0111101x6,1 fl8t ' b ** and forth - player waging a 

5. right hand over eyes lifting up to see - player take a guess 

6. right thumb and forefinger with inch gap between them and other finger 



?°!! d vA eld £ ent at shoulder height - add 2 ounces 

over again (required weight) shoulder height - player start 

S' m?^^ br ° U ? ht toge . ther to fr °«t of chest - free spin 
J • ^ 111 P^ce - player ante-up again 

*?*taS Stt^SS." coach y^s time out and wave an arm back and forth 

hand^'^c^^ attar*! *• 

£A fX^ST' ** - **** both — i up w/open 

£fchS a grSird d0ek(8) ■ r6f * rM hoM « «*» «■ 'teaaht up in . clinched fiat 

l^djtay of game - both arms etralght to the a*S?K body, at ahouldar 

s£« «=aws« - ass ic. ta 

24. unsportsmanlike conduct/technical foul - fadno u««^ 

2*8! up to " *• - ~- tS^r^^^rtpaat 

eLotaa'S^/S!!' TL 00 "! 6 " up ' bent " *e elbow In clinched flat 
ampins by the aide of the face and left arm cornea over cnncbSi^ight 

2tftt?£t . VaBd - rePMt nun *« 25 but •** «■ coming ovar clinching 

saga mstf rtwarrf £f ^ - 

28. chellenger win. - Wt Bet come, up to toucHde of forZad th«, ttam 



g^»^^%?r a say- «— 

B. more than 5 defensive or offensive players on the field- 

s^t a??* 6 ^ ° n toe rf ^ to^runtt' or a player being 

31 "SS3S«^ ^ 0Ut8 f a drcle to the official's spin. 

A. holding; 

B. late hits and 

C. toss or arm drag within the inner circle. 

£553x35 gsauaaRaMw- 

^d^tt.^hr^d ooS tSSJ"" * *» *~ "^nUy above the 
left palm. ' P "P «»»» up to tl» center of the 

froun'd"^,,. 10 - ^nt arm starte from at the rtd. and wind. 

ou^d, away from the body S^Af fiVS£?£t 

£ SSSSSSr ^ »Tto"r^d"o.™odT«T 
A^lnjjr touches polntor of dazzle board mounted SSTto leave Inner 
« IS ^^Sk? 1 * 3 ^ retutn * to r « alve °» run 



